Sushi

SCRATG
WASABI

MOVE ME!...

| when up arrow | key pressed

change y by

when down arrow | key pressed

change y by m

| when right arrow | key pressed
point in direction m
move m steps

| when left arrow | key pressed
point in direction m

move m steps




MOVE ME!...

CHASING




MOVE ME!...




Sushi

SCRATCH
WASARI

-

MOVE ME!...

forever

move m steps
»

turn (¥ ' pick random to degrees

| -
wait () secs
b

if on edge, bounce
>

turn (¥ ' pick random §§ to degrees
-

RANDOM
TURNS




MOVE ME!...

Sushi

forever

glide secs to x: \y:
| —

SCRATCH
WASAR]
-

RANDOM
GLIDE




MOVE ME!... E

CHASING
SPRITE




READY, AlM, GOTCHAL...

o
i
-
o]
o
I
(%)

SHOOTING




Sushi

SCRATCH
WASABI
&

READY, AlM, GOTCHAL...

when clicked

go to front
go back layers

when I receive fire | when I receive hit |

go to wizard hide

change x by i)
change y by m

repeat until  x position > p¥)

h b
_change x ym

SHOOTING




READY, AlM, GOTCHAL...

when clicked

switch to costume ghoull-a

|
i touching ball |2
uS I switch to costume ghoull-b
| -
broadcast hL]
b

say [ for §P secs
»

E when clicked
forever
glide secs to x: y: ' pick random 8T} to §E)

SHOOTING




READY, AIM, GOTCHAL... E

pick random [BFN) to

when clicked

forever

glide secs to x: N y: \ J
| -

. I
uS I pick random X1 to £X0)

when clicked

go to front
forever

go to x: mouse X y: mouse y

-

if mouse down? _and touching ghost |2
say [I{H for m secs
L —

| =

if mouse down? _and “ not touching ghost |2
say [IE) for m secs
-

. =

CLICKING




Sushi

SCRATCH
WASARI

READY, AlM, GOTCHAL...

when clicked

forever
move m steps
—
‘wait m secs
b

turn (& ' pick random to m degrees

>

if on edge, bounce
»

turn (¥ ' pick random §§ to degrees
| - -

i touching Shark |2
:bﬁ)adcast got_me |
b
hid e
h—l = B pick random m to m

:)w;it ) secs

RUNNER




READY, AlM, GOTCHAL...

when I receive got_me |
repeat §)
switch to costume sharkl-b

>
‘wait m secs
’

o switch to costume sharkl-a
—
uS I Costumes

& shark1-a
msharm-b

CATCHER

when clicked

mw switch to costume sharkl-a
forever if  distance to mouse-pointer >
m ’point towards mouse-pointer
’move B steps
‘] & -

CHASING




Sushi

SCRATCH
WASABI
&

3,2,1!..

when clicked

hide

GameOver

when I receive end_game

stop all

Yariables

=

when clicked

set Time |to EN

r;)eat until  Time =[]

’w;it 1§ secs

change Time |by &)
= ,

broadcast end_game

COUNTDOWN
(30-0)




Sushi

SCRATCH
WASABI
&

3,2,1!..

when clicked

hide

GameOver

when I receive end_game

stop all

Yariables

=

when clicked

set Time |to [

repeat until Time = Efi]

’w;it 1§ secs

change Time |by
= ,

broadcast end_game

COUNTUP
(0-30)




Sushi

SCRATCH
WASABL

3,2,1!..

Costumes

when clicked

go to x:0y:0
=

e
4
A
when I receive waiting

Spinner

next costume

when I receive ready to play

when clicked

repeat @
T.n;)adcast waiting

L —

broadcast ready to play

WAITING




NO GLASSES REQUIRED!... B

bubble01

when clicked

fll;'ever Yariables

|
clear graphic effects
»
uS I set X_position |to 'pick random &FH to £33 m
»
go to x: | x_position y: ¥ ¥_position

»
go to front
»

set layer |to 'pick random (i) to )
»

go back 'layer layers
»

set size to QLI - layer * %

»
change ghost |effect by ' layer *B

%m I t ; | I glide pick random a+ layer to gbj + layer secs to x: Xx_position y:
-
repeat
; || change ghost |effect by
. —

BUBBLING UP




NO GLASSES REQUIRED!... E

plane01

when clicked Yariables

|
forever
uS I clear graphic effects
»
go to front y_position
»

set layer |to pick random (i) to )
»

set y position |to Q)+ layer * )

>

go to x: #IF) y: ' y_position
>

go back layer layers
»

set size to ' layer * %

»

change brightness |effect by = layer *9
;Z Q ! l‘ b




CALLING ALL NINJAS!...

when clicked

go to x: m y: 0
broadcast play |

|
S“Sh I when space | key pressed

broadcast fire |and wait

SHOOTER

when left arrow | key pressed

when right arrow | key pressed
WI turn (& degrees

POINT AND
SHOOT




CALLING ALL NINJAS!...

| when I receive play |
go to front
go back layers

|
S“Sh I | when I receive fire |

point in direction = direction

re_peat until  touching edge

WASKABI —

hide

I POINT AND
SHOOT




CALLING ALL NINJAS!...

|
when I receive play
u S I forever

glide secs to x: §l41) y: 'pick random BEN) to
. —

_Tn;adcast hit |
;

R e
&

POINT AND
SHOOT




